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INTERVIEW WITH ART DIRECTOR & WHO IS NOX? 


BATTLEGROUND oF THE GODS 


"a 
“Smite's unique camera fangle alone is ‘cn 
to set it apart from other MOBAs, and ¢ 

_ developer Hi-Rez didnt stop there. Fach map 
is polished, every God looks and sounds great, 
and exceptional Match of the Day modes offer 
plenty of variety” -[GN 4 


CRITICALLY-ACCLAIMED 
3D ACTION MOBA 


SMITEGAME.COM 


Welcome to Issue #8 of the SMITE Community 
Magazine! This month a lot has been happening 
from the release of Ao Kuang to the EU and NA 
Regionals. Unfortunately, being a monthly release, 
we ve not been able to cover EVERYTHING, but 


should hopefully have some good announcements! 


Next issue, we're going to be having TWO editions 
of the SMITE Community Magazine. The first will 
be our usual release with the variety of different 
content that you are all accustom to. The second 
will be a special eSports-focused one to celebrate 


the upcoming SMITE World Championships! This 


will contain everything from a basic guide to the SWC to interviews with pro players and figures on the scene! 


If you've got any ideas that you'd like to see in this special edition, feel free to either e-mail or tweet us. 


On to content and we see the return of SMITE 101 after it’s short hiatus last issue along 


with all the usuals such as Cosplay Corner (this issue featuring guest writer Lilmamacita), 


In Theory, God Re-envisioned, and the return of the hit fiction series Broken Time. 


We've also got an interview with Thomas Holt, Art Director at Hi-Rez Studios, a run-down of Bakasura’s 


lore, and a close look at Nox after a month of play. If that wasn’t enough, we look at Chang’e and 


her anti-healing abilities, and we introduce a new Series for looking at game modes! Along with 


this, we look at the jungle buff camps and how they're utilised in different game modes. 


So what are you waiting for? Get stuck in! 


Steve Greenfield 
Managing Director 


E-mail: smite(agameonmag.com 


Kris ‘Kaostic’ West 
Editor 


www.gameonmag.com/smite 
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Ao Kuang has now re-entered the fray 
his new form! Fit with an entirely new kit and 
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look to better fit his Lore, Ao has been making 
waves with the community. We will have a full 
run-down of his new changes in the next issue! 
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WANT 


Mlle 


The Odyssey skins are dropping faster than we 
can keep up, but the latest addition was Scylla’s 
Red Riding Hood skin, available for 600 gems (and 


gives you a free 200 gem treasure chest roll too)! 


N 
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CHAMPIONSHIP 


The EU & NA Regional Championships have 
now finished! The winners of the EU Regionals were 
Aquila, with SK Gaming pulling in second place. 

For NA, CoG Red came in first with CoG Prime 
taking second place. All four teams will be going 


to the SMITE World Championships in January! 
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GameOn Magazine is currently hiring 
for anew Community Magazine for War 
Thunder, the WWII vehicular combat 
game from Gaijin Entertainment! 


If you would like to be part of this 
upcoming magazine, please click this 
page to fill out an application form! 


GUIDE 


SMITE 1017; HOW 
TO BUILD PART 


BY CHARLIE SEDDOY 


Well howdy there folks, apologies if you were left bereft after the last edition. | imagine that many of you who 
prefer the Solo lane and the Jungle re-read the last article in hopes of finding answers; but the wait is over! 


o welcome to SMITE same example, but from the game. It is important when playing 
ot this month looking perspective of the Solo lane. Let’s —_ as Solo lane not to be too callous 
at how to build for the Solo get that example back up here: with your item choices starting off, 
lane and Jungle. This week My team = Isis (Mid), Apollo as many people can play In Solo 
not featuring no ramble at the (ADC), Sobek (Support), myself lane and you might be surprised 
beginning because we got that as Chaac (Solo), Loki (Jungle) by who you end up facing. For 
all out of the way last edition. Their team = Ra [Mid], example, you might not know, 
Last time we had a look at Neith (ADC), Guan Yu (Support), going into this game, whether 
how to build your items for the Hercules (Solo), Freya (Jungle] Hercules is their Solo laner, or if it 
Middle lane and as an ADC, using To start we take the standard is Ra or even Freya. Many people 
an example of what a match may approach to the game: look at their have been caught out by this, 
look like. For a little consistency team composition and work up a buying defensive items for their 
I'm going to continue using the plan of how to build through the Solo laner and having the wrong 
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type of defense. This can actually 
occur quite often, and therefore 
starter items or offensive items 
may be more popular to start with, 
‘as they generally won't be made 
redundant by who you re fighting. 
To play this safe, we're going 
to start off by buying a Deaths 
Toll and Hand of God (HOG) rank - 
2. If you know you're fighting a 
Hercules you could very well buy 
straight into a physical defense 


item, especially something like 


Mystical Mail which, when finished, 


makes up for the lack of power in 
your lane clear with its own source 


of damage. This is an especially 
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good item to get against other 
physical Solo laners because if 
they build physical defense to 
fight you then you still have good 
damage output from the Mystical 
Mail passive (which deals magical 


damage]. Having the Deaths Toll 


_ provides you with some early 


sustain as well as decent early 
power, and buying straight into the 
HOG2 is a defensive move in case 
you are fighting the enemy Ra. Ra 
has a powerful early game heal 
and it can be very dangerous to try 
and clear the minion wave, as he 
will clear faster than you and then 


you will have minions attacking 


you. This can often lead to a 
landslide victory in the lane as you 
will not gain the gold necessary 

to fight back if you let the enemy 
minions under the tower. The 
HOG2 allows you to instantly clear 
at least half the wave every other 
wave, and this can give you a good 
amount of experience and gold to 
keep up before your wave clear 
becomes more powerful than 

his heal. Alongside these items 
you have gold to buy potions and 
wards; | would suggest buying at 
least one ward to protect against 
Freya who can combo easily with 
Hercules, a Banish’ into a ‘Driving 
Strike’ and you are completely 

out of position and isolated. 

After this you must make 
the judgement call again, like 
you have had to in middle lane: 
who's coming off better in your 
lane? Are you going to be helpful 
with your build later on? Is there 
anyone in particular to worry 
about that you should build to 
fight? It is easy to forget there is 
a whole match going on when 
you re playing in Solo lane, 
especially when you're relatively 
new to the game and there's not 
many rotations happening. 

From our exercise at the 
beginning, looking at team 
composition and where the 
damage Is going to come from, 


you know that there are more 
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Physical gods on their team than 
Mages, but with Guan Yu playing 
Support the damage is going to 

be pretty balanced. You also have 
a pretty squishy team other than 
the Sobek, so you will be needed to 
head up fights, being your team’s 
front line bruiser. With the enemy 
damage balance being even you 
might not know what to build 
towards until the game develops, 
So it is in your interest to keep 
your offense strong. My personal 
build would be to go into Warrior 
Tabi and Jotunn’s Wrath, giving 
you very strong damage output, 
especially against players with low 
physical defense. You might not be 
a threat to the enemy Hercules, 
but hopefully you won't need to be 
to farm your lane effectively; he’s 
not a god you're going to find it 
easy to lock out of the lane anyway. 


After these items you should 
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all 


be able to see how the match is 
shaping up properly and judge 
what items you need the most. 

If Ra or Freya have become 
strong then build up some magical 
defense, but if Neith and Guan Yu 
are carrying you can get physical 
defense, very simple but players 


seem to forget this. If they're 


"WITH THE 


a 


doing equal damage perhaps 
look at Hide of the Urchin, or if 
you are doing well against their 
team keep it going by getting Eye 
of Retaliation for extra power. 
Warriors are rounded fighters 


ad 


the game It’s oo erence 


who can take hits and still do 
damage, so you need to build 
your items to be prepared for 
both. A huge thing to keep in 
mind is that scalings on Warriors 
are not as high as Mages and 
Assassins, therefore penetration 
and cooldown reduction are more 


important than building up huge 


BALANCE BEING EVEN YOU 
1 NOW WHT IO 
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amounts of physical power. This 
allows warriors to carry out their 
offensive duties with only two- 
three items actually necessary. 


When you're rounding off 
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on how to finish off your build. 
Keep building defensively, get 
another attacking item such as 
Qin’s Sais for that extra damage 
output, or get a utility item such 
as Brawler’s Beatstick to combat 
the Ra and Hercules heal. 

The good news Is that you 
can apply this sort of logic to all 
Warriors in the solo lane: your job 
is to get your wave clear online, 
and if possible quicker than your 
opponent. You need sustain to 
carry on your job and you need to 
be thinking about how to transition 
yourself into the mid and late 
game. There is scope to start with 
a defensive item, but | would only 
recommend this if you are fighting 
a Jungler and Solo laner with 
the same damage type [i.e. both 
physical). Fighting a Mercury and 
an Odin armed with Mystical Mail 


youl: yourself winning In 
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a two vs one situation, and we all 
want that! Likewise, being stuck 
against a Ra and a Freya you could 
find yourself looking towards 
Ancile, or even the Stone of Gaia 
if they're particularly aggressive. 
There you have the logical 
thought process of the Solo laner. 
Most of playing in this lane is 
down to experience and timing, 
however, and item choices just 
help you along the way. The most 
important part of the Solo lane is 
knowing how and when to help 
out your team, but still be effective 
in the lane. At times your match 
may feel like a 4 v 4 because the 
solo lane hasn't taken part until 15 
minutes in. Remember there are 
30 seconds between waves; you 
can make it to the middle lane and 
back before the next wave arrives 


if you're brisk. Don't be afraid to 


leave and explore the jungle, just 


remember to bring wards with you. 
If you want to become a Solo 
laner but feel yourself unable to 
really grab it from the start then 
| would suggest, as per usual, 
watching streams and video 
tutorials. When you're actually ina 
game checking what a successful 
solo laner is doing, and applying 
the logic at the start of the match 
to what items you would pick if 
you were them and then seeing If 
they follow this or do something 
different. There’s no one way 
to win a match-up, just little 
advantages you can give yourself. 
Before we detract too far, as 
the Solo lane is one you could 
explain for days with the endless 
possibilities for taking characters, 
| will move swiftly onto the Jungle 
and how they are typically built. 
The good thing about anyone in 


the Jungle is they are relatively 
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simple to build; you're aiming 

to maximise your damage and 
minimise the time it takes to deal 
it. The list of possible playing 
characters Is largely reduced 
compared to that of the Solo lane, 
with the majority of Jungle-ready 
gods being assassins and only a 
handful of other classes that come 
and go in effectiveness with every 
patch. When | started playing | 
believe Athena was the strongest 
god in the Jungle, but it has been 
a rather long time since I’ve seen 
this in competitive play. This being 
The SMITE Community Magazine Issue #8 


said, competitive play can bring 


out some Jungle picks not often 
seen In regular matches. He Bo 
and Zeus, for example, featured as 
Junglers in high-ranking matches 
during the Launch Tournament. 
Having a look back to our 
example | can tell you we're going 
to be following Loki. | know you 
might have missed that earlier, 
he’s quite hard to spot. Loki is 
an Assassin with probably the 
highest potential single target 
burst damage, and is unique due 


to his ability to hide not only from 


Li 


sight, but from regular wards also. 
This gives him the opportunity 

to get up close and personal and 
deliver his payload. If you have a 
look over to the SMITE Mag section 
on tips and tricks you ll find a way 
to almost double your damage 
with Loki, but hopefully with the 
right items you'll be claiming 
those kills with ease anyway. 

The Jungler is similar to the 
ADC in the respect that you're 
looking to provide damage, your 
build will more-or-less the same 


for whatever god you choose and 


The GameOn Magazine 17 


GUIDE 


you're not going to be changing it 
up because of certain match-ups. 
Only in the rare case of a team 
which picks four of the same type 
(Magical or Physical) god would 
you consider going toward a 
defensive item other than Magi's 
Blessing. Your main focus on in- 
game dynamism is watching how 
certain people are doing on your 
side and theirs. While many would 
want you to come and gank their 
lane all the time, and as has been 
stated previously you are liable for 
abuse no matter what as a Jungler, 
you aren't required to gank all 


lanes throughout the game. In 


some matches it is a good idea to 


shut down any enemies who are 


ee 
Ly 


dy 


getting too powerful, but perhaps 


in some you could completely bully 


ois 


—z- 
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~ bonuses vs jungle camps, this 


someone out of their lane. Some that relies entirely on spe dcan 

match-ups are better for some be hurt very early by a slow from helps many gods with their early 
characters, and you have to use the Frostbound Hammer when game clears, especially the likes 
these advantages. Therefore, if speed items aren't built up yet. of Ne Zha and Thanatos who have 


AoE basic attacks. Also popular 


“SO ME MATCH-UP in the jungle is the Death's Toll, 
T ER FOR SO bo which won't give as much sustain 
AR AG eee ie oe 9) and clear a give ie “a 
AD VA NTA GES.” | lane minions. Bumba’s Mask also 


loses its potency a little sooner 


you have decided you are going to So apart from what to look than Death's Toll, the latter's 
bully certain characters or try to out for mid match, let’s give alittle strength being in its stats and not 
help a struggling teammate find summary of what the Jungler the passive. While the AoE attacks 
their feet then your items may builds look like. Your main starter — from Thanatos proc the Bumba’s 
adjust accordingly. For example, item is Bumba’s Mask. Apowerful Mask hits it seems good, however 
a god without a proper escape starter item which gives good | would still suggest Death’s Toll 
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for him as his passive is already 
similar to Bumba’s Mask. 

The other important thing to 
get at the start of the match is 
your Hand of the Gods, or your 
HOG. A character with good clear 
should still get the rank one of 
this in order to clear opening 
camps and then keep clearing 
early game. Gods with worse clear 
should certainly consider getting 
HOG rank two, as this removes 30 
seconds on the cooldown and can 
hugely increase your farm speed 
in the early game. Gods such as 
Nemesis who really have a poor 
early clear should definitely take 
HOG rank two. If you buy a starter 
item and the HOG then you're left 
with 400 gold. That can either 
give you an extra rank of HOG, 
another active (though it might 


be too early to decide what active 


you need], rank one boots which 
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can help you a lot in early secures, 
or a mix of potions and wards. 
This is not a jungle guide, 
that was a couple editions ago, 
so | won't go back into detail of . 
what to do and why. It is however 
important to make sure that you 
buy items to support your duties 
to the team and your own farming. 
Movement speed items can greatly 
help you get around the map and 
gank lanes, so boots Is your first 
priority as a Jungler. Another 
strong item that grants movement 
speed is the Heartseeker, and this 
is a good option for the jungle as _. 
you can nat your stacks without ’ 
fear of death. While some people 
may say that you won't gain 
stacks too quickly, you ll more 
than likely find yourself taking 
the occasional wave for a lane 
that has either died or returned 


to base. Getting maximum power 


as soon as possible is the aim 


of the Assassin, or any Jungler, 
SO we re going to include:the 
Heartseeker in this build. 

For Loki, looking at the enemy 
team, | would decide against going 
after Ra too much unless he Is a 
weak opponent. His second ability 
very much dampers my approach 
on him and unless | can kill him 
on the original burst his heal {and 
generally the minions standing in 
his heal) will do constant damage 
while | attack him. Hercules Is 
a good target as he will use fis 
escape to clear the minion wave, 
and once that Is gone Loki can 
strike and burst Hercules down : 
before his heal is developed. Neith, 
however Is the easiest of all the 
enemies to kill, having a sufficient 
escape in her backflip, but this 
being highly susceptible to Loki's 


ultimate which will instantly close 


; se 
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the gap again. Guan Yu also has 
no peel abilities, so unless the two 
can damage you off in time you 
should get some good kills out of 
that lane. We now have our main 
target In mind, and we can keep 
building items to make sure we are 
suppressing that lane and getting 
ourselves as strong as possible. 
The mainstay of the Assassin, 
like the Warrior, is Jotunn’s Wrath. 
This item is likely the most useful 
in the game after boots, as anyone 
armed with it has CDR, physical 
power and penetration which 
means they are doing damage with 
just one item. | highly recommend 


you build towards this item unless 
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you are very much an auto attack 
based Jungler such as Osiris or 
Mercury. Once Jotunn’s Wrath is 
up on Loki you can attack lanes, 
retreat, and attack again before 
the enemy has really recovered. 
In keeping with maximising 
damage we now will move onto 
the item that will give you the 
highest damage in only one item, 
the Deathbringer. Even with no 
other critical chance, one critical 
hit from this item does 2.5x your 
regular auto attack damage, and 
for Loki this could be over 500 
damage in an auto attack as early 
as 15 minutes In. You should aim 


to add Rage to this soon after as 


fPenguin@f Death 


the two items synergise incredibly, 
especially with Loki’s hit chain 
that means you are bound to get 
one or two critical hits off before 
the enemy can truly react to you. 
Here we have four core items 
of the Assassin: Warrior Tabi (there 
are almost no gods that will benefit 
more from Ninja Tabi in Conquest 
until late game), Jotunn’s Wrath, 
Deathbringer and Rage. We have 
also equipped a Heartseeker, but 
this can be sold if you are not doing 
well and have lost the’stacks; the 
time invested in building those 
stacks back up Is likely time Lost. 
After these items are complete 


you are largely moving onto 


COLD FURY. [i 
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character based or situational 
items. There are rather limited 
physical items left to choose from 
at this point, but hopefully the 
choices should be obvious for 
whatever god you are playing as. 
There are of course exceptions 


to even the core items listed above. 
The SMITE Community Magazine Issue #8 
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for example, is built up 


to be equipped with Fatalis early 
on, as this item combined with his 
ultimate means you have a true 
death machine following you at full 
pace. Some jungle gods, obviously 
magical jungle gods too, will steer 


clear of critical items as they have 


Lf 


little auto attack value. These 
gods tend to be more Warrior 
based, such as Tyr, who relies on 
bringing teammates into fights and 
creating an advantage that way. 
Rounding off the game as an 
Assassin can be difficult, however. 
You may have even dominated 
throughout the whole game, but 
now you are not facing enemies 
isolated in lanes, you are fighting 
enemies grouped up and fully 
kitted out. At this point you should 
seriously consider defensive 
items, specifically Magi's Blessing 
for your own survival. Just one 
defensive item will not keep 
you alive in a whole teamfight, 
however it may keep you alive 
if you get caught out facing an 
enemy ADC one-on-one, or see 
you crowned winner versus a 
burst Mage. Remember, your job 
in this late game is to use the 
innate abilities or the Assassin to 
pick off enemies where you can, 
but also survive while doing it. 
Well I've used enough of your 
time, likely could have played a 
whole match by the time you've 
read to here! Good hunting out 
there, and I'll catch you next time. 
And please do remember: 
Never underestimate wards; 


they'll save your life, twice. = 


BY CHARLIE SEDDOYK 
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Guest Written By Yvonne Chavez ~~~ 


This month, Doom & Gloom were very busy with Blizzcon and unable to write their usual Cosplay 
Corner segment. Yvonne (Lilmamacita) kindly stepped up and will today we covering how she made 


her Vulcan cosplay! This is a two parter, so come back next month for the second part! 
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VULCAN PART | 


t's not easy being the Smith 
of the Gods. There's a 
lot of work to be done and you 
must strike while the fire Is hot. 
Let’s talk about how to go about 
creating a cosplay for everyone's 
favorite blacksmith - Vulcan! 

The best way to begin a 
cosplay is by getting a clear image 
of what the character looks Like. 
Visualize the concept in your 
mind, think about the outfit, 
and the armor of the character. 
Collect any and all images of 
artwork, concepts, and in-game 
models of the character if you 
can. Can you see the big picture 
in your head?... Yes? Good, then 
let us begin. If the answer was 
no then keep on visualizing till 


you see your inner Vulcan (or 


whomever you choose to cosplay]. 
We'll begin with the most 
difficult part of the cosplay, 
Vulcan's robot leg. Now we want 
to be able to have some mobility 
So let’s divide the leg up into three 
main pieces: the thigh, the shin, 
and the foot. Each piece requires 


different shapes and specific 
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planning so we'll start from the 
bottom and work our way up. 
Now for the materials we want 
affordable and lightweight, so | 
recommend EVA foam sheets and 
craft foam. You can buy EVA foam 
sheets in bulk so | recommend 
getting the 4x4 16 sq ft as a start. 
Depending on your height you 
may end up using more or less, 
So you can always order more If 
needed. As for craft foam, instead 
of buying sheets, just buy one or 
two rolls from Amazon - it can 
save you lots of money as well 
as many trips to the craft store. 
We'll get into our paints later on, 
for now let's get to building. 
Sketch Vulcan's leg and outline 
from the side view and use this as 


reference for cutting the shape of 


the leg armor. For the foot piece a 
simple pair of black boots will do. 
Use your boot as a guideline for 
the sizing when you start cutting 
the EVA foam mat. Cut the shapes 
of the sides first, and once you 
have your side done sandwich your 
shoe in between them. Make sure 


it’s a Snug fit because you don't 
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want this moving around whilst 


you walk. Now fill in the missing 
shapes - depending on how you 
cut your side shapes you will 
probably have three pieces on the 
front and one piece on the back. 
Use sewing pins to hold the foam 
together [this makes it easier to 
make adjustments or experiments 
without using glue}. Once you have 
your robotic shoe done you will 
notice there is no bottom sole. Just 
take a piece of cardboard and trace 
the bottom of your robot shoe. 

The bottom sole doesn't have to 
cover the whole shoe since you will 
already have boots underneath. 
Just make sure it’s enough to be 


able to grip the front of your shoe. 
The SMITE Community Magazine Issue #8 


To make the cardboard sturdier, 
glue craft foam to the bottom of 
the cardboard and add the sole 
to the bottom of the robot shoe, 


making sure It’s sandwiched in- 


between the two side pieces with 
the foam part facing up. Now 
add another layer of cardboard 
underneath that - It should be 
sturdy now. You can do some 
experimenting or use different 


materials around the house to see 


what best works for you. If you look 
closely at Vulcan’s foot you can 
see that it has pieces holding his 
shoe together. So what we're going 
to do is use our craft foam roll to 
give it that effect. Cut out pieces 
to fit the shape of the robot shoe 
and it should at least be similar to 
Vulcan’s foot; don’t forget the front. 
If look at his shoe you will 
notice a mini half-circle in the 
front. To make this just cut two 
small “c” shapes out of the EVA 
mat foam, and then using the craft 
foam, cut a thin slice to overlap 
the top of the “c” shape. Use a pin 
to hold it together until you are 
satisfied with the shape, then glue 
it together. Now let’s start prepping 
and priming all these pieces, 
including your foam shoe. | use 
Mod Podge but you can also use 
Elmer glue mix with some water; 


add four or five layers so once It 


dries, it will be smoother to paint 
on. There are so many ways to 
prep and prime foam but | like this 
way because it’s cheap and easy. 
You can find tutorials and videos 
online if you want to experiment 


on how to paint foam. Give it a few 
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hours to dry then remove your 
safety pins and hot glue your foam 
shoe together. Make sure the fit 

iS snug on the boot inside - you 
want it to move with your foot as 
one and not wobble around when 
you walk. Don't start gluing the 
detail pieces on till later because 
we want to prime and paint them 
which | will go through now. When 
we paint our pieces we want to use 


a copper spray paint. Using this 
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will give us a nice color foundation 
on all our armor, plus it’s really 
fast and saves a lot of time. Give 
ita few hours to dry and now put 
it all together with hot glue and 
you have yourself a robot shoe! 
The shin pieces are elongated 
trapezoids (like rectangles but 
thinner at the bottom and a bit 
wider at the top). When you start 
cutting the shapes, make sure it’s 


about an Inch above and a half 


rr —_— 


inch below your knee. You'll see 
why once we finish this part. Use 
your shin as a guideline to trace 
the shape you want - you want the 
piece to be a bit fitted so use pins 
to hold the shape while you fit it 
to your lower leg. Do be careful 
using sewing pins; they can get 
prickly if you're careless. Make any 
alterations you need till you are 
satisfied with the fit. Make sure it 
fits around the pants you will be 
wearing for the outfit, then glue 
the pieces together but leave one 
corner unglued. Don't forget to 
glue the inside as well so It stays 
more secure, and then let it dry. 
Use pins to close it all together 
and keep it secure during gluing. 
Now we add an outer layer of craft 
foam to the corners of the piece 
to make it both more sturdy and 
accurate to Vulcan's design. Make 
sure the pieces are wide enough 
to cover both sides of the corner. 
Now with the the open side we 
want to make it into a flap so It’s 
easier to take off and put on. Just 
glue one side of the strip and 
leave the other side open, then 
add velcro tape to the shin armor. 
This part gets a little tricky since 
the craft foam is so delicate. Add 
a Strip of cardboard paper on the 
inside and then add another piece 
of velcro tape to it - that way it 
doesn't break apart when you pull 


it off the velcro. Now it should 
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open and close and you should 
be able to slide your leg in. Don’t 
forget: prime and spray paint. 
Next is the knee piece that 
goes around the top of the shin 
armor. Basically just take a long 
strip of the 5mm foam and wrap 
it around the shin armor [you can 
get 5mm craft foam at your local 
craft store). You want to trim the 
sides into a swoop because we're 
going to add circles on them later 
on. Use a pin to hold it in place and 
make any adjustments you need. 
Once you're happy with the fit, 
we have to decorate it to look like 
Vulcan's. Just add a strip of 5mm 
craft foam horizontally then add 
little strips vertically on top of it. 
Don't glue anything together yet, 
just finish the design then prime it 


and spray paint. Once it’s dry you 
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can glue it together and add it to 
the shin armor. You can use velcro 
tape or glue to hold it in place. 
Now for the tricky part: the knee 
piece that sticks out and goes on 
top of the shin piece. We want to 
use the same method we used 
with the half-circle in the shoe to 
make the main piece for the knee. 
It’s just going to be a bit tricky to 
get the shape you want so stencil 
the design until you're happy with 
the shape, then transfer it over to 


the craft foam. Use the 5mm so it’s 


more sturdy, prime it, hot glue it all 


together and paint. You want to add 
this piece on top of the of the knee 
piece. To make it more secure | 
suggest cutting vertical lines to the 
sides of the piece so you can slide 


it on to the knee piece that wraps 
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with the position glue it in place. 
Now the sides of the knee piece: 
you want to make a circle pyramid 
using 3 circles. Once you have 
that, take the bottom piece and 
glue it to your knee piece. If you 
look at Vulcan's leg, you can see 
the large circle is facing the inside 
and the other part Is facing the 
outside. With the other 2 pieces, 
glue them together and add it to 
the other side. Now add strips to 
make it look like the main knee 
piece is connected to the side 
pieces. Alright, now that your shin 
piece is done try walking around 
in itand see how it fits and make 
any adjustments if necessary. 
Now with the thigh piece you 
want to use the same method 


you used for the shin piece to 


around the shin. Once you're happy make this piece. Make sure it’s 
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fitted and make the side that’s want to glue one of these pieces to 
open-faced the inside of your leg. the outside, or add velcro tape to 
Add velcro tape to it and now it it So you can remove It when you 
should be able to slip on and off need to sit down. Don't forget to 


your thigh easily. You want it to be prime, spray paint and then glue 
fitted around the pants you planon or velcro tape it together. It’s up 
wearing. It should be sturdy! Next to you and your situation. Now for 
we design the sides and use the the side piece: it’s a lot trickier. You 
same method that we used forthe —_ want it to be detachable so you can 
half-circle on the shoe. Just stencil remove the armor when nature 

it first till you get the design you calls, and you also have to make it 
want. You're going to need to make fit ina way that doesn't get in the 
two of these for the inside and way when you walk. This will take 


outside of your leg. You’re going to experimenting on your part. One 


The SMITE Community Magazine Issue #8 


| a : as, 
‘ Lia 
|| 4 if } 


last thing: if you look closely you 
can see Vulcan has hip armor. You 
can make this by making a circle 
pyramid again but just make two 
circles this time and experiment 
on the design you want to look 
like Vulcan. Then prime it, spray 
paint, and glue it in place. You want 
your thigh piece to stay in place so 
adding a nylon strip with a buckle 
will help it be more secure. Just 
add the nylon belt to the hip piece 
by making a little hook for it.m= 


Guest Written By Yvonne Chavez 
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WHO IS NOX? 


By Tanner Schelle ~~~ 


We take a closer look at Nox, Goddess of the Night and see how she sizes up after a month of play. 


LORE 


he night. Still, quiet 

Te. unwavering. It has 
always been and always will be. 
Its forthcoming is inevitable for all 
and brings forth the goddess Nox. 
Nox can be found in the deepest 
shadows of night, but do not expect 
to see her long, for she has only 
been seen in glimpses. As the living 
embodiment of the night, Nox is 
said to be the oldest of the gods and 
mother to death and sleep, Thanatos 


and Hypnos. Even Zeus fears this 
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spectre, this goddess of the night. 
Nox is an extremely powerful deity 
that should not be underestimated, 
for she will snatch you up like 

a monster in the darkness. 

Nox (who is very similar to the 
Greek goddess Nyx) is a goddess 
from the Roman pantheon. Having a 
few different theories of where she 
originates from it seems that no one 
knows for sure how her birth came 
to be, but it is consistent among 
everyone that she was here from the 
very earliest of times. Poets, such 


as Hesiod and Homer, wrote about 


£ 
her origins and wrote , 


poems about how 
feared she was to 
the other gods. 
Hesiod diverts 
away from the 
idea that Nox 
was always 


here with the 


idea that she was born 
from the primeval void, 


Chaos. Although we 


do not know exactly 
her origins, we do 


know that she Is an 
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have already joined the battlefield: 
Nemesis and Thanatos, which 
makes it apparent why she has 
joined as well. Nox can be very 
protective of her children and will 
even defend them from the likes 
of Zeus. She has no fear for the 
other gods and welcomes them to 
challenge her. The poet Homer tells 
of a tale that, one time upon Hera’s 
request, Hypnos put Zeus to sleep 
so that Hera could cause Hercules 
harm. This angered Zeus greatly 
and he sought to seek vengeance 
upon Hypnos for his treachery. Out 
of fear of Zeus, Hypnos fled to his 
mother for protection. Upon hearing 
of this Zeus found It best to quell 
his anger. He did not dare harm 
Hypnos and face the wrath of Nox. 
The Roman people did not 
actively worship Nox, although 
they did respect her presence. Her 
appearances in the background 
of other god’s cults kept her in 
everyone's mind, without having her 
be directly worshipped. This is not to 
say that she did not keep an eye on 


them, as her vision has no bounds. 


GAMEPLAY 


In SMITE Nox enters the 
battlefield as a Mage. | find that 
she works pretty well in the solo 
lane because of her passive and 
her abilities make her less of an 


aggressive goddess and more of a 
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sustain that can also deal a decent 
amount of damage. Because of 

her passive “Flame of the Night” 
Nox gets to use one ability at no 
mana cost every time all four of her 
candles are lit. When abilities are 
used near Nox [friend or foe but not 
her own] another candle is lit. This 
will allow her to stay in the lane 
longer than other Mages, similarly 
how the Warrior Chaac can stay 


because of his similar passive. 
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“Shadow Barrier” is the first 
ability in Nox’ kit which is somewhat 
similar to Nemesis’ “Retribution” 
ability. When activated, a barrier 
will cover Nox for one second which 
cleanses roots and slows and 
mitigates basic attack damage and 
one enemy ability that hits her at 
50/60/70/80/90% damage. Be careful 
not to use this unless you need to 
though because the cooldown is a 


hefty twenty seconds and may leave 


you vulnerable if you use it too early. 
Nox’ second and third abilities 
work well in tandem, and are similar 
to how Hades’ passive works with 
his abilities. When Nox uses the 
ability “Nightfall Raven” she casts a 
raven that silences, damages, and 
shrouds in darkness every enemy 
that it passes through for 5 seconds. 
Damaging for 70/140/190/240/290 
(+70% of your magical power] makes 


her able to do quite a bit of damage 
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for a ranged attack. Compared to 
He Bo, who has to be pretty close 

to hit some of his abilities, Noxs’ 
raven Is potent. This does have a 
fifteen second cooldown though 

so you have to make sure that you 
hit your target otherwise you will 
probably not be able to secure a kill. 

To capitalize even more upon 
successfully landing “Nightfall 
Raven’, players should then follow 
up with “Siphon Darkness”. This 
ability will consume all of the 
darkness within 15 units of her, 
dealing damage to all enemies 
caught in it. “Nightfall Raven” will 
apply the darkness upon a successful 
hit and for those who are unlucky 
enough to be shrouded in darkness 
it will deal 50% more damage on 
top of the 90/120/150/180/210 
(+60% of your magical power). This 
is available every three seconds 
making it possible to hit an enemy at 
least twice during an engagement. 
Just remember that you will not 
be able to apply darkness again 
till “Nightfall Raven” is off of 
its fifteen second cooldown. 

This leaves her Ultimate, “Night 
Terror”. “Night Terror” links Nox’ 
shadow to an enemy dealing damage 
(150/160/170//180/190 +75% of your 
magical power] to that enemy upon 
forming the link, but also each time 
they use an ability. On top of that, 
with each ability the enemy uses 


they shorten Nox’ cooldowns by five 
* 
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seconds. A very potent Ultimate when 
used properly, this is actually one of 
my favorite Ultimates in the game. 
This either destroys the enemy that 
you link to quickly, or takes them out 
of the fight and lets your allies take 
them out while they, deal no damage 
to anyone else. Using this Ultimate 
in a team fight to take a high damage 
mage out Is the best option. It would 
be great to take out a high damage 
Jungler or ADC, but they could 
counter this by not using abilities 

at all and burn you with their basic 


attacks so pick your target wisely. 


I PLAY 


While fighting in a team fight, 
Nox can easily burst a group of 
enemies down quickly. Get into the 
fight and hit as many as possible 
with “Nightfall Raven” and follow 
up quickly with “Siphon Darkness”. 
After doing this use your Ultimate 
“Night Terror” on a high burst Mage, 
if possible, to take them out of the 
fight and allow the rest of your team 
to clean up. Make sure to save your 
“Shadow Barrier” appropriately, 
since you will most likely only be 
able to use It once per engagement. 
After your Ultimate is down follow 
up again with your “Nightfall Raven” 
and Siphon Darkness” to secure 
any Kills that may still be available. 
Nox does not have any abilities that 


will aid your allies so be aware of 


your team’s health since you can 
not heal them or assist them aside 


from dealing damage to enemies. 


OVERALL 


Nox is a high burst 
played correctly. He 
is moderately high anc 
she does have ash d for damage 


mitigation it will be a little harder to 


useful mage In a teamfi he will 


be great for taking ane / god out 


of play and changing the od | 
way. It is terri see Nox on 
the SMITE hen Given 

that the gods fear her gnc she 
has children caught in A 


fray she Is a massive force 
to be reckoned with. She 
will shroud the battlefield 


with darkness and strip you 


will she fight for? Is she 
here just to defend ngs 
children? Ori is she 
here to destroy 

those who 

have angered 
her once and. 


for all? = 
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GOD RE-ENVISIONED: 
HUNTER ZEUS 


By Jorg van der Velden ~~~ 


Ladies and Gentlemen! It has happened! Finally a magical god loses 


his arcane prowess in this edition of God Re-Envisioned. 


nd not just any god, 

A. no. It’s none other 
than the leader of the Greek 
pantheon, mister THUNDER 
AND LIGHTNING’ himself: 
Zeus! This regal Mage will 
exchange his thunderous clouds 
for items of power, turning 
him into a skilled Hunter. 

The Zeus we all know and 
love is one that Is basically past 


the prime of his life. He has 
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slain titans, freed his brothers 
and sisters and wooed women, 
both mortal and immortal. The 
legends surrounding the Master 
of Olympus are plentiful and 
diverse, revealing a strong and 
boisterous personality with a 
weakness for beauty. But before 
wooing countless women, siring 
even more children, and ruling 
the Olympians with a fair and 


just hand, Zeus was a young 


man looking to free those who 

were wrongfully imprisoned 

by his father Cronus (not to be 

confused with Chronos) and 

to create a realm for himself 

and his brothers and sisters. 
Zeus life has been wrought 

with strife from the moment of his 

birth. The youngest of his brothers 

and sisters, Zeus was the only 

one not consumed by Cronus, his 


father. Cronus ate his children 
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because it was foretold that he 
would be dethroned by his sons as 
he dethroned his own father. Rhea, 
Zeus mother, hid him in a cave on 
Crete, handing a rock wrapped in 
cloth to Cronus who immediately 
swallowed the stone, thinking it 
was his youngest child. Zeus was 
then raised in that cave, though 
accounts differ on who exactly 
raised him (which range from a 
goat to Gaea (his grandmother) to 
a nymph). Once fully grown, Zeus 
infiltrated Cronus’ household as 

a manservant and forced Cronus 


to disgorge the stone and his 


(Shock) 


Astrapi 
(Lightning) 


Bronti 
(Thunder) 


Aegiochos 


brothers and sisters. After his 
siblings were free he released 
the Hecatonchires (‘the hundred 
handed’) and the Cyclopes 

(‘the one eyed’), the brothers of 
Cronus, from their imprisonment 
in Tartarus. In gratitude, the 
Cyclopes, who were master 
smiths, granted him the lightning 


bolts he is famous for, together 


with Poseidon’s trident and Hades’ 


helm. The Cyclopes also crafted 
the Aegis, a legendary chestpiece 
carried by both Zeus and Athena 
and capable of striking fear in the 


hearts of the bearer’s enemies. 


THE AEGIS AND WHAT IT 
ACTUALLY IS. 


The Aegis is mentioned in multiple 


legends, and both in the hands of 
Athena and Zeus, but not much 
is known about what the item 
actually is. It has been described 
asashield,asahideandasa 
chestpiece. Based on his role and 
appearance as a hunter | chose to 
dress Zeus in an Aegis chestpiece, 
as a hide or a shield would not fit 


his regality or function In battle. 


The release of the Olympians 


and their allies started a decade 


he opponent even after 


Passive Zeus lightning bolts leave their mark on 
the initial hit, charging the enemy with electric energy. Each charge 
remains for a couple of seconds, and the duration is refreshed 
with each hit. When the enemy is hit with a fifth charge, the energy 
explodes and shocks the enemy, applying the shocked’ CC effect. 


Active 1 Zeus throws a barrage of lightning bolts, the number of bolts increasing 
with each level. Each bolt counts as an auto attack and deals the same 
amount of damage. Items that proc on auto attack hits proc on this ability. 
The speed at which the bolts are released is based on Zeus’ attack speed. 


Active 2 With a deafening clap Zeus turns into a lightning bolt for a split second, 
teleporting himself a short distance forward. Those caught in the path of 
the lightning receive damage and are slowed for a short period of time. 


Placing himself firmly on the ground, Zeus thrusts his chest forward and 


Active 3 
(Aegis Bearer) activates the Aegis. For as long as Zeus channels ‘Aegiochos”, all enemies 


in front of him are feared by the sight of the Gorgon blazon on the Aegis. 


Titanomachy 
(War of the 


Titans] 
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Ultimate Zeus slams the fist in which he holds his lightning bolts into the ground, 
destroying the bars to Tartarus’ prison, releasing the Hecatonchires 
and the Cyclopes from their imprisonment. The Hecatonchires 
start pelting an area with rocks while the Cyclopes grant various 
items of power to Zeus, giving him additional damage, movement 
speed and 50% of the damage of his auto attacks is magical. 
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NEW CROWD CONTROL: 
SHOCKED! 


Integrated in Zeus’ passive is a 
new form of CC (crowd control): 
Shocked. A shocked character has 
a strong electrical current running 
through his nervous system, making 
them unable to gather the accuracy 
needed for auto attacks. A shocked 
character can move around and 
even use abilities, but is unable to 
use auto attacks as long as they are 


under the influence of Shocked. 


long war between the Olympians 
and the Titans, a war that became 
known as the Titanomachy, or 
War of the Titans. It is the Zeus 
during this war that this Re- 
envisioned is based on: A young 
Zeus from before he was the 
King of the Olympians, fighting 
against the oppressive might of 
his father, Cronus. Described 
below are the tools with which 
he fought this epic fight. 

Being the bearer of lightning, 
Zeus attacks never fully leave the 
target as the electrical energy is 


stored in their bodies for a short 


(e) OatrGON SUPPORTED ADVERT —= 


time. As each subsequent attack 
connects, this energy keeps 
building until it bursts, shocking 
the enemy. “Tinagma’”, Zeus’ 
passive, translates this conductive 
effect into the game and makes 
him especially deadly in a one-on- 
one duel. The ability to shut down 
an enemy’s auto attacks for a short 
time is devastating, especially 
when that is the enemy’s main 
source of damage. This frequently 
happens as Hunters tend to be 


left alone in their lane after a 


“AS FACH SUBS 


CONNECTS, [Hl 
BUILD 
SAOCKING 


few minutes when the Supports 
rotate to assist the rest of the 
team. But not just during duels 
will this throw the proverbial 
wrench in the enemy's plans, as 
it can also shut down junglers 
and auto attack heavy mages 
like Freya quite easily. Asecond 
where an enemy is unable to 


contribute while their abilities are 


NG UN 


on cooldown can be the difference 
between victory and defeat. 
Lightning has always been 
synonymous with speed, and 
“Astrapi”, Zeus’ first active ability, 
embodies that perfectly. Upon 
activation Zeus throws a set 
number of attacks out, briefly 
turning himself into a lightning 
bolt machine gun. Each individual 
attack is, for all intents and 
purposes, an auto attack and 
the speed at which the bolts are 


released is influenced by Zeus’ 


UENT ATTACK 
NERGY KEEPS 


11 | BURSTS, 


He ENEMY.” 


attack speed. So a higher attack 
speed means a faster release 

of all the bolts. It is important to 
note that each bolt works like an 
auto attack, so every ability or 
effect that procs on an auto attack 
hit will proc on every hit from 
“Astrapi”, including “Tinagma”. 
This allows you to quickly shock 


an enemy, especially when maxed 
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out and the number of attacks 

| 

| is significantly higher, and apply 
debuffs from items, like the 

| 

Executioner, in a short amount of 
| 

time. The only exception to this 

| 

are critical hits, as 5+ attacks 

| 

in less than a second that can 

| 

crit would be beyond broken. 

| 

When one thinks of lightning, 
| 

one thinks of thunder; the two 

| 

inextricably bound to each other. 
| 

“Bronti”, Zeus’ second ability, 

| 

| embraces this loud phenomenon 
| 

| and allows him to reposition 

| 

| himself quickly. With a loud clap 
/ 

| Zeus turns himself into a flash 
of lightning for a split second, 

| quickly moving him forward a 

| short distance before returning to 
| his normal form. Those hit by the 
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flash of lightning are damaged and 


slowed for a short period of time. 
As with any dash, this one allows 
Zeus to reposition himself either 
for attack or for defense, quickly 
increasing the distance between 
him and his pursuer. It’s also his 
most efficient wave clear ability, as 
it is the only one he has that travels 
through enemy units. This means 
that he has to be very careful as 
his wave clear is also his escape, 
which could leave him open for 
ganks or other nasty situations. 
His lightning bolts aren't the 
only magical item that Zeus has at 
his disposal. He is also the bearer 
of the legendary Aegis, a powerful, 
fear inducing weapon. Upon 
activating this item, Zeus stands 
firm on the ground and thrusts 


his chest forward, revealing the 
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Gorgon blazon on the chest. 
As long as he keeps the Aegis 
activated the spirit of the Gorgon 
bound to the item will keep fearing 
enemies in front of him, making 
them lose all control and forcing 
them away from him. “Aegiochos” 
is a very flexible tool which can 
have a drastic effect on the 
situation. Besides controlling your 
opponents in various situations, 
it also allows Zeus to buy time 
for his other abilities to come off 
cooldown. Remember that the 
ability is channeled and that Zeus 
is rooted as long as he keeps 
“Aegiochos” activated. Initially the 
maximum duration that Zeus can 
channel this ability is very limited, 
but at higher levels, at the price of 
being immovable, he can control a 
fight for a longer period of time. 
While all of the above makes 
Zeus a formidable warrior, he 
is not alone in this war. Besides 
his fellow Olympians, he has the 
support and assistance of the 
titans known as the Hecatonchires 
and the Cyclopes. He can summon 
these powerful allies by starting 
“Titanomachy” and releasing 
them from their prison. After 
breaking through the bars, they 
appear around Zeus as spectral 
apparitions, their physical bodies 
still having to travel the seven 
days up from Tartarus. The 


Hecatonchires assist by ripping 
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boulders from the ground and 
flinging them to the target location, 
showering the area in debris. The 
placement of these rocks within 
the area is determined at random, 
and mainly serves as a zoning tool 
to control the enemy's movement. 
Each of the Cyclopes gives Zeus 
one item, for a total of three: a 
lightning bolt, a trident and a helm. 
The lightning bolt enhances Zeus's 
power, the trident converts half 

of Zeus auto attack damage to 
magical and the helm increases 
his movement speed. After a 
couple of seconds these items 
float away to their rightful owners: 
himself, Poseidon and Hades. 
When the items leave, so do the 
bonuses they grant. The additional 
lightning bolt he receives is 
absorbed in his original one. These 
bonuses greatly increase Zeus 
effectiveness in a fight, making 
him harder to pin down while 

at the same time increasing his 


damage output. The dual damage 
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of his auto attacks ensures that 
those with high physical protection 
still have to be scared of him, as 
the magical portion will go through 
almost unimpeded. Because of the 
dual effect of “Titanomachy” and 
its potency, it has a considerably 
longer cooldown than average, 
ensuring that it cannot be used 
in every fight that breaks out. 

Zeus Is at his best when he 
is paired with a Guardian that can 
keep him safe as he clears the 
wave, especially early game. He 
needs to put himself in danger to 
keep up with the clearing speed of 
the enemy, and having an Athena 
to taunt possible aggression away 
from him, or an Ymir to freeze 
enemies as they engage will help 
him get the gold he needs. Once 
Zeus gets a little bit of gold and his 
initial items running, he quickly 
turns into a terror to behold. 
Regardless of the situation, 


“Astrapi” allows him to quickly 


destroy an enemy's health bar, 


SS 


especially when combined with 
proccing items like the Executioner 
or possibly Qin’s Sais. “Tinagma” 
gives him a decided edge in duels 
and team fights, shutting down 
the enemy's chance to return 
the damage that is being dealt to 
them. “Bronti” and “Aegiochos” 
allow Zeus to move around and 
control the ebb and flow of the 
battle, but both come at a risk 
and need to be used intelligently. 
Finally, “Titanomachy” makes 
Zeus even more terrifying than 
he already is, and allows him to 
exert even more control. But the 
timing is important, as one bad 
usage cripples him for quite some 
time, letting the enemy know 
he is a little bit more vulnerable 
for the next couple of minutes. 
This concludes our trip down 
memory lane, joining this young 
but powerful Zeus In the first 


legends that are tied to his name. m 


By Jorg van der Velden 


The GameOn Magazine 


LLC cccccccccccccccc55ccc5zutccc3cccc3c3$53ccc5cc3qcccccccc3xcccccccccccc3c5c53cccc5cc53<ccccc5ccc5cucc3c5cxcc33cccc33ccccccc5eccc3cccccccccccccc”5cccc5cz5cc3cc3cqcccccc35cccc5ccccccccQcccccccc Maitlidllilllt 


Ny 
‘ 
‘ 
‘ 
| 
| 
‘ 
‘ 
Ny 
‘ 
‘ 
N 
Ny 
‘ 
‘ 
‘ 
q 
N 
| 
| 
Ny 
N 
| 
| 
Ny 
‘ 
‘ 
‘ 
Ny 
‘ 
Ny 
| 
‘ 
Ny 
‘ 
Ny 
‘ 
| 
Ny 
‘ 
‘ 
| 
‘ 
‘ 
‘ 
| 
N 
‘ 
q 
‘ 
‘ 
| 
| 
| 
‘ 
‘ 
‘ 
Ny 
N 
‘ 
‘ 
| 
N 
| 


Utd 


— IC ION iii tei i i ii 


LULU 


ee eeeeedeecccccccccddccddccia 


LeeLee 


_ebepeecccccocdecceaedcdaedadedaeeaaaddaaeadacddcaaeaaecaacaacaccadcaadddecddéa 


Mitt 


MUU 


BROKEN TIME 
CHAPTER Ik 
UNRAVELLING PATH 


By Jorg van der Velden ~~~ 
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Chronos Is having a bad time as shock upon shock is poured upon him. But he has 


MUU 


a friend that's willing to help him through this tricky investigation. 
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he hot sun is beating 

Ti... on his shocked 
face, the master of time frozen 
in that one moment of disbelief. 
His face is stuck in that wide-eyed 
expression, staring at the little 
boy’s corpse hidden by Denton’s 
broad shoulders as his mind 
races through all the timelines he 
has ever seen, re-analyzing and 


re-evaluating every moment in 


“AE_KNEELS 
OTHER SIDE 
DENTON, AND 


NA 
ANGLE THE TINY 


MOSTLY FIDD 


time. But no matter how often he 
fast forwarded through the cycle 
of creation, life and destruction, 
the moment the little boy was 
murdered simply didn’t exist. 
After what seemed like an 
eternity a sound slowly pierces his 


thoughts. It seems distant at first, 
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but it rapidly grows louder, almost 
as if he Is travelling at light speed 
towards its origin. As the sound 
comes closer and closer, quickly 
becoming very loud, another 
sensation is added; movement. 
Realization slowly settles in his 
confused mind; something is 
shaking him. Soon after he smells 
a hint of flower through the slight 


tang of sweat and ambrosia. 
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He recognizes the sound now; 

it’s a voice. A familiar voice. 
“Chronos! Chronos! What 

is wrong with you!” Zeus shouts 

right in Chronos face as he 

blinks his eyes, his mind fully 

returning to reality once more. As 


soon as he realizes what Zeus Is 


doing, he steps back and pushes 
Zeus arms off of his shoulders, 
his face returning to the empty 
mask it always Is, the strangely 
comforting annoyance at the 
Master of Olympus’ loudness 
filling the otherwise empty pit in 
his chest. He locks eyes with the 
Greek father, silencing him with 
a deadly stare of disgust as he 
moves forward towards the body. 
He kneels down on the other 
side of the sobbing Denton, and 
even from this angle the tiny body 
is still mostly hidden from view. 
“| need to examine the body.” 
Chronos’ deep voice drones 
through Denton’s sobs, causing 
the cyclops to snap up his head 
and look at the deity’s stony face 
with a red and watery eye. The 
god's empty stare shocks him 
from his grief, causing him to sag 
back on his knees, his eye moving 
to his nephew’s face as new tears 


start rolling down his cheeks. 
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With the body uncovered, 

the cause of death immediately 
becomes apparent: a large golden 
arrow, almost the size of the 

boy, pierces the chest and heart 
at a slight angle. Chronos could 
find no other marks on the boy 

in this initial examination. As he 
carefully lifts the tiny torso he 
sees that the arrow went through 
completely, a little puddle of blood 
on the ground where the arrow 
exits. Something about the way 
the body is positioned and the lack 


of marks aside from the wound 


<* 
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feels off to him, but with his mind 


still recovering from the shock 
he is unable to find a cause. He 
keeps moving around the boy, 
gently lifting and examining every 
detail, making sure everything 
is Clearly visible. While his head 
might be unable to properly asses 
the situation now, he can review 
this piece of time endlessly, and 
this process makes reviewing 
time a lot more efficient. 

Done with his examination, 
Chronos gets up without a word 


and moves away from the crowd 


that is growing around the scene 
of the crime. News spreads quickly 
in the small world of gods; deities, 
minions, cyclopes and harpies are 
gathering to begin the process 

of mourning. The rulers of the 
underworlds, Anubis, Hades 

and Hel, step forward and start 
the rites to preserve the body 

and prepare it for the funeral, 
weaving their rituals together 

to honor the boy's contributions 

in the war of the gods. 

Ignoring the rituals, the sobs 
and the occasional wail, Chronos 
walks to the fountain to return to 
his belfry, lost in thought as he 
goes through his examination over 
and over again, looking for any 
details he might have missed. He 
simply raises a finger when Zeus 
approaches him, immediately 
indicating that he neither has the 
time nor the willingness to indulge 
in the Olympian’s base curiosity 


or inflated ego, and walks past 
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| him. Rounding the corner into 

N 

the Pristine base a mechanical 

\ 

| and overly chipper voice calls out 
N 

his name, pulling him from his 

N 

| thoughts for a moment as his 

N 

eyes re-focus on the present. 

N 

N . i 

| Stepping out of the fountain 
is the only deity Chronos could 

\ 

| relate to; another primordial god 
N 

presiding over an abstract but 

N 

necessary domain. A clicking 

\ 

| sound comes from Janus’ neck as 
N 

his head turns from young to old, 
N 

| a subconscious response to the 

N 

grim atmosphere hanging in the 
| air, as he floats towards Chronos. 
\ 

Janus not invoking the immediate 
N 

disgust the other deities do makes 
\ 

| Chronos more willing to stop his 
N 

thinking for a short time and talk 
N 

| to the God of Transitions. Pausing 
N 

the unending loop in his mind, he 
N 

responds to his equal’s greeting. 
N 

| “Janus,” he simply states in 

\ 

his monotonous timbre, slowing 
| 

| 


his pace as he comes closer to the 
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hovering god. The chains in Janus’ 


arms shift with a clicking sound as 
he motions with his hands. “| just 
heard the terrible news!”. Janus’ 
excessively polite voice loses a 
little bit of its chipperness and 
energy, but not its exaggerated 
inflection. “You are investigating 
the incident | presume? | am 
available if you require any 
assistance,” he continues 
before Chronos can reply, his 
hands frantically moving as his 
Spaulders reposition themselves. 
Watching the ever moving god, 
Chronos is both amused and 
annoyed. As similar as the two 
are in one regard, they are just 
as dissimilar in other aspects. 
But despite the differences, 
Janus Is the only one among all 
the deities participating in the 
war that Chronos would trust. 
“Yes, |am,” he replies as 
listless as always, “thank you”. 


Before continuing on, he quickly 


runs down the timelines of the 
choice before him. The shock 
returns, and his eyes widen once 
more. Both branches of time 
are broken, scattered and on the 
brink of unraveling, filled with 
holes like the little boy’s murder. 
An uneasy, uncomfortable feeling 
builds in his chest, a feeling he 
has never felt before. The very 
core of his world, the foundation 
of his existence Is falling apart 
right in front of his eyes and 
he feels powerless to stop it. 
Seeing his friend in distress, 
Janus silently steps forward, 
lightly takes hold of Chronos’ arm 
and opens a portal under their 
feet. They slowly sink through the 
portal, away from the valley and 
into Chronos’ bell tower. There 
he ensures the primordial is safe 
as he struggles with whatever 
occupies his mind, leaving a 
figment of himself hovering 


in the room before opening 
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another portal and returning 
to his own abode of doors, 
passages and in-betweens. 

Janus steps onto the circular 
dais that is the center of his home. 
The warm, pinkish light of the star 
cloud that shelters the floating 
dais, and its many connected 
stairways and doors, lends a soft 
and comfortable glow to the throne 
and table placed in the middle 
of the circle. On top of the table, 
which consists of a horizontal door 
supported by one of four massive 
keys in each corner, stands a 
silver bowl filled with a liquid 
version of the galactic sky above, 
constantly moving, changing. He 
floats over to the throne made out 
of door panels and keys and sits 
down, immediately comfortable 
when he leans back and touches 
the familiar worn wood. 

With a flick of his wrist he 


summons a key shaped staff which 


floats right beside his throne. 

He firmly takes hold of the bow 
and lowers the bit to the ever 
changing liquid. The moment the 
two connect the liquid shudders a 
moment before rising up, slowly 
forming a three-dimensional 
representation of the crime scene 
he left minutes before. Once the 
shapes have formed and every 
participant is clearly defined the 
starry sky pattern gives way to 
the original colors, including the 
lightning of the invisible sun and 
the shadows it casts. The diorama 
begins moving when this process 
is complete, starting with Chronos 
appearing on the scene. Twisting 
the key that is now fully engulfed 
in the liquid, the diorama zooms 
in on the Lord of Time, following 
his every move. The moment that 
the little boy comes into view, and 
Chronos comes to a halt in wide 


eyed shock, a ripple flows through 
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the diorama. Janus quickly twists 
the key again, freezing the image 
and zooming in even further 
towards Chronos’ face until that 
is the only thing left in the image. 
Janus slowly leans forward, his 
head turning around to the young 
face right before it comes to a rest 
in his palm as he looks intently at 
the face of his fellow primordial. 
What triggered this ripple of 
change? What shocked the master 
of time so? These questions and 
more spun around in his head as 
he slowly turns the key, the image 
moving around the scene, stopping 
to inspect every face, every 
expression, every possible detail. 
When the image comes to 
the bloody arrow protruding from 
the corpse of the boy, a smile 
appears on Janus lips and his 


eyes glow a little brighter. = 


By Jorg van der Velden 
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WIN an 
Ultimate God Pack 


One lucky winner will be selected from 
our subscriber base each month! 
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This month’s caption competition 
will have three winners: 
1st Place: 800 Gems 


2nd Place: 400 Gems 
3rd Place: 200 Gems 
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ANTIFHEALER 


By Hunter ErkenBrack ~~~ 


Here's the scene: you're playing solo, facing an enemy Chaac. You clear the 
wave, he clears the wave, and you're left staring at each other. 
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ou're both at low health, healing . . . Oh, wait, there is. Chang’e’s anti-heal ability has 
Ye you decide to go In, Introducing Chang’e, Faerie of a lower cooldown than Sobek’s 
hoping fora kill. You jump in and the Moon! Now, she’s not the “Sickening Strike” or Bacchus’ 
dump all your abilities. He starts strongest god overall, but she’s a “Belch of the Gods”, allowing 
running - but just as you launch great counterpick to certain gods you to use it more frequently. 
that last auto-attack for the kill, like Chaac or Ra that rely heavily Her other advantage is 
he activates Rain Dance. His on healing. This is because her this - Chang’e is the only Mage 
health bar refills, and his laughs third ability, Moonflower Dance, to possess inherent healing 
mock you as he returns to base. reduces healing by 50% for 4 reduction. This allows her access 
Curses! If only there was a seconds. Other gods also have to Divine Ruin, an item which 
god that could naturally negate anti-heal on their abilities, but reduces enemy healing by 40% for 
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8 seconds. The healing reduction 
from this stacks with the reduction 
from Moonflower Dance, which 
totals to 90% healing reduction 
for four seconds, and then 40% 
for another four seconds, which 
leaves only two seconds of 
uninterrupted healing (and that’s 
without CDR or hitting them with 
another ability. Most builds include 
Chronos’ Pendant, which allows 
you to keep their healing down 
even easier). This, combined with 
Chang’e’s natural poking and burst 
abilities, can easily let you wear 
down the healer and then burst 
them down, practically negating 
any healing effect they have. 
The only downside is you have to 
get in close, but with Chang’e’s 
elegant kit and movement, 
that shouldn't be a problem. 

In terms of builds, there's 
a lot of diversity in how you can 


build an anti-healing Chang’e. 
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The only thing you really need is 
Divine Ruin and some sort of CDR, 
with Boots of the Magi, Warlock’s 
Sash, Ethereal Staff, and Rod of 
Tahuti being the usual solo lane 
build that | personally use - | much 
prefer a very bruisery Chang’e. 
However, you can easily substitute 
Rod of Asclepius or Ethereal Staff 
for Obsidian Shard, or some other 
high-damage item of your choice. 


It’s also recommended that you 


purchase Divine Ruin early on in 


the game, as It’s extremely cheap 


(only 1820 gold) and really starts 


the anti-heal machine rolling. 


So, the next time you 


find yourself in the Solo lane, 


consider picking up Chang’e as a 
counterpick to the common Chaac 
or Ra, or even the occasional 


Hel. Happy heal reducing! = 


By Hunter ErkenBrack 
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THOMAS HOLT 


By Kris West ~~~ 


We had the opportunity to talk to Thomas Holt, the Art Director at Hi-Rez 
Studios and talk a bit about both his work and personal life! 
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ameOn: What 
Gr"... do you 
hold at Hi-Rez Studios? 
Thomas: |'m part of 
the SMITE team where | am 
specifically focused on leading 
and directing the environment 
art team in the creation and 
editing of all the game's levels. 
And what does an Art Director 
do? For instance, what is an 
average day in your working life? 
As SMITE’s Art Director for 
environments, | am responsible 
for developing and maintaining my team and represent our 
the artistic vision for the game's department when communicating 
levels and scenes and working with other disciplines, 
with the overall art team to ensure partners, and the publisher. 
the general aesthetic and integrity My average day on SMITE is 
of the game. Throughout each pretty eclectic as | try to balance 
phase of the game development all of those responsibilities for 
process, | work with the team the environment/levels team in 


to develop creative solutions so the fast moving (and changing) 


‘| WORK WITHTHE TEAM TO 
DEVELOP. CREATIVE SOLUTIONS 
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QUALITY EXPECTATIONS.” 


that the visuals enhance and development patch cycle. | usually 


support our gameplay and tech get in early to take a look at the 
requirements while still meeting current level's progress and 
or exceeding quality expectations. prioritize the work for the day, 


| also manage the artists on respond to any outstanding e-mail 
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questions, and review portfolios/ 


hiring tasks. It also gives mea 
chance to get a jump start on 

my personal art responsibilities 
(I've been doing a lot of our editor 
based tasks, layout artwork, the 
login screens, and lighting in the 
levels], before touching base with 
each artist throughout the day to 
review work and offer feedback. 
Most days include kicking off at 
least one new task or tackling a 
new complex problem that results 
in a short meeting with a subset 
of the team or tracking down 
answers from design or another 
group. Some days also include 
meetings with the rest of the 
directors and department leads to 
review the SMITE team’s progress 
toward deadlines, coordinate 
work, and brainstorm ideas/ 
decisions for upcoming patches. 


At the end of each day | sync to 
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the latest content, run through 
the map to review changes, send 
off feedback to external partners, 
and do a lighting pass for the 
morning build of the game. 

Is SMITE the first game 
that you’ve worked on? 

SMITE is my first title at Hi- 
Rez Studios but I’ve been making 
games since 2003. | got my start 
at EA in San Francisco and worked 
on a few licenses like James Bond, 
Lord of the Rings, The Simpsons, 
and Tiger Woods. Before leaving 
| helped launch the Dead Space 
franchise as a Senior Art Lead on 
the first game and Art Director 
on Dead Space: Extraction. After 
EA, | spent a couple years in 
Seattle working on a new game 
for Square Enix before coming 
to Atlanta to art direct the now 


cancelled World of Darkness 
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MMO. I've also worked ona 


couple of mobile apps and games 
over the years, as well as trying 
my hand (hobby level) at board/ 
table top game development. 
Within SMITE, which was your 
favourite god/map to work on? 
The Siege map was the first 
map that | helped with and there 
are a lot of things | really like 
about what we were able to do 
with the map and other than the 
login screens [I’ve done all the 
ones from the Nu Wa rework 
patch onward) it is the only live 
map | can really point to my work 
on. Removing the constraint 
of it being released work, | am 
extremely excited about what the 
team has been able to accomplish 
in the new Conquest map. I’m 
really looking forward to being 


able to start sharing It and hope 
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the community appreciates all 
the hard work, craftsmanship, 
and nods to the game and the 
fans that we've put into it. 

Do you play SMITE casually? 
If so, who is your favourite 
god to play and why? 

| do play quite a bit. I'm 
currently working my way through 
mastery of all of the gods. I’m a big 
sucker for all the great skins that 
the team has been cranking out 
(Dark Whisperer, Slaughterhouse, 
Ra'merica, Pixel Buster, Survivor, 
and Swagni have been some of my 
favorites] so that has been driving 
my play order. Role wise, | prefer 
hunters and I'd probably have to 
give Artemis the nod as my main. 

Is there anything that you’ve 
wanted to change within the game 
but haven’t been able to justify it? 


There are two things that 
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immediately jump to mind. The 
first is that | would really love to 
have a chance to develop a map 
for each of the pantheons. Each 
culture and visual iconography 
is so rich and full of possibility 
that I'd love the chance to explore 
them all artistically. We have 
some plans to address this in 
part but it is tough to justify 
right now because of the limited 
number of gameplay modes that 
are supported and the fact that 
levels take up a lot of space and 
we need to be responsible with 
our patch and download sizes. 
The second is a bit more 
technical. In short | want to 
upgrade our key lighting system. 
I'd like to be able to have a 
dynamic dominant light for 
our levels that would make the 
fidelity of our shadows better, the 
characters fit in the world better, 
open up some decal functionality, 
and in short make the game more 
gorgeous. The justification side 
for that is getting some dedicated 


graphic programmer time over 
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other higher priority needs to 
work through the performance 
and help offset the additional 
cost without making the game 
slower on lower end computers. 

Do you follow the SPL 
and, if so, which team 
are you rooting for? 

| have been following it pretty 
closely and actually ended up 
doing pretty good in the associated 
fantasy league. Team wise I've 
been a big fan of COG Red since 
the North American LAN event 
back in August. It’s been great to 
see them doing well and adding 
lots of excitement to the scene. 

If you could pick any god 
or deity to put into the game, 
which would you choose? 

That is such a tough question 
because there are so many | want 
to get in. If it could be “any” I'd 
probably be introducing a Native 
American pantheon [or maybe 
African). If we are sticking to the 
current pantheons, | would love to 
see Medusa playable in game. As a 


player that prefers the hunter play 
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style and a huge “creature feature” 
fan, she is easily at the top of my 
list. As for one that is probably less 
well known I'd go with Camazotz 
(the Mayan bat god of death) 
that is just about impossible to 
imagine not being awesome. 

Can you tell us about what 
you're working on at present? 

Right now my primary focus 
is working with the team on the 
new Conquest map. Unfortunately, 
| can’t say much about it yet but 
| am excited to be getting closer 
to the point that we can start 
sharing it with the community. 
We've had a huge focus on 
navigation and better messaging 
within the world as we've been 
improving performance and 
delivering against the map’s 
theme. The map is full of details 
(and some Easter eggs) that | 
think fans will really appreciate. 
Graphically, we are pushing 
the limits to make sure the 
“battleground” is just as epic as 


the gods that are fighting on it. = 


By Kris West 
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ARTICLE 


IVOBNI | NEED 
THE JUNGLE 


By Derrick Moody ~~~ 


Colorful little orbs that c ‘cle around you. But what do 
e orbs do and are they needed in SMITE? 
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ungle buffs are those little 
J pick-me-ups that can 
help you sustain in lane longer, 
push objectives, or just escape 
death. Jungle buffs seem to be 
more essential in one game 
mode than another. Are jungle 
buffs necessary in SMITE? 
Here is what each jungle 
buff is created to do: 
e Mana (Blue): Provides plus 
five Mana per second with 
10% cooldown reduction 
for two minutes. 
¢ Damage (Red): Provides 
plus 20% Magical and 
Physical power, plus 
10 Magical power and 
plus 5 Physical power 
for two minutes. 
e Speed (Yellow): Provides 
plus 20% movement 
speed and plus 10% attack 


speed for two minutes. 
THE MANA BUFF 


Towards the beginning of 
most Conquest matches, players 
in the solo lane and the Hunter in 
the duo lane would usually try to 
go for the Mana buff early on. It 
helps them sustain themselves in 
lane until they are of an adequate 
level (around mid to late game 
time] where they no longer feel 
the need for the additional Mana 


or cooldown reduction. In some 
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duo lane situations, some Support 
characters like Sylvanus and 
Aphrodite have abilities that grant 
Mana to their Hunters or other 
allies. This may lead to an instance 
where the Support gets the Mana 
buff towards the beginning of the 
game in order for them to grant 
Mana to themselves and to others 
In most Arena matches, the 
Mana buff tends to be forgotten 
after it is acquired at the beginning 
of the matches. Many players don’t 
feel the need to use the buff after 
that time, realizing that they can 
just return to base and regenerate 
their Mana fairly quickly. Also, 
they can gain the gold ina 


timely manner to get items that 


offer cooldown reduction. 

In Joust matches, getting the 
Mana buff can vary on the team 
composition. Most teams start out 
getting the Mana buff for the person 
with the strongest lane clear. After 
that time, getting the Mana buff may 
seem less viable than getting another 
buff like Damage. Players may just 
kill the camp for the gold and XP and 
give the Mana buff to a teammate 
who doesn't benefit from the Damage 
or Speed buff as much as the other 
two members of the team. Like in 
Arena, players can quickly return to 
base to regenerate Mana, making it 


less viable than the other two buffs. 
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Is the Mana buff needed in all 
SMITE game modes? The Mana 
buff is benefited more in Conquest 
than in Arena or Joust matches. If 
the Mana buff were to be removed 
from the Arena and Joust maps, it 
would have little effect on the overall 
meta game In SMITE. Removing the 
Mana buff from Conquest would 
have more problems because 
players start off so weak in Conquest 
games, removing the Mana buff 
would make the early/mid game 
meta more difficult for many solo 
and duo players. Players would not 
be able to clear minion waves as 
aggressively, possibly harass enemy 
gods in lane, or get kills as quickly 


due to the lack of Mana or cooldown. 


THE DAMAGE BUFF 


The Damage buff in Conquest 
iS uSually taken by players in the 
mid lane or by the Jungler. In the 
early stages of a Conquest game, 
players in the mid lane may use 
it to help them push their lane 
while Junglers may use it to help 
them clear other jungle camps. 
Towards the mid and late game, 
the damage buff may be picked up 
by any god that is building items 
which grant them large amounts 
of power. This power can be used 
to push objectives to help kill 
enemy gods or kill their Titan. 


In Arena matches, the 
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Damage buff is mainly used to 
gain the upper hand on your 
enemies. The strength of the 
Damage Is recognized as being 
So great that in some Arena 
matches, opposing teams may 
start fights in order to get the buff. 

The Damage buff in Joust 
matches works as well as it does 
in Conquest and tends to keep 
its usefulness on gods that are 
building power throughout the 
entirety of the match. Because of 
its location on the current map, 
it is easy to catch or be caught 
by enemy gods when trying to 
get the buff, so one needs to be 
cautious when in this situation. 

Is the Damage buff needed 
in all SMITE game modes? 
The Damage buff seems to be 
universally useful in all game 
modes due to the amount of power 
that it grants. It helps push the 
game along faster, letting players 
more easily attain kills and push 
for objectives. If it were to be 
removed across all game modes, 
gameplay may take longer and 
bring a new level of difficulty that 


players would have to adjust to. 


THE SPEED BUFF 


At the start and toward the 
mid of Conquest games, the Speed 
buff is usually picked up by the 


Jungler to help clear other jungle 
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camps faster with the attack speed 


and to travel around the map to 
other lanes fairly quickly with 


the movement speed. The Speed 


buff helps teams in the late game 


get objectives faster and get kills 


like the Damage buff, but it also 


helps the owner of the buff escape 
from being killed or to catch up to 


enemy gods that may be escaping. 


At the beginning of Arena 
games, the Speed buff is usually 
taken by gods who may either 
have very low movement speed 
early on (to help them escape] 


or by a god with high movement 
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speed, to help them get early 
game kills. During the rest of the 
match, it can just be picked up 
by the gods with high movement 
and attack speed to pump out 
more damage faster and catch 
kills just like in Conquest games. 
In Joust matches, the speed 
buff is sometimes forgotten 
by players at the beginning 
of matches due to Its strange 
placement on the map. In upper 
level gameplay of Joust, some 
teams would go for the speed buff 


for the early game experience 


and gold that it rewards. As in the 
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other game modes, speed works 
its magic with helping players 
catch kills and get objectives 
in the mid to late game. 

Is the Speed buff needed in 
SMITE game modes? The Speed 


buff in the current meta seems to 


be very useful in all game modes, 


but doesn’t seem as sought over 
as the Damage buff, because of 
it worth in gold and XP. If it were 
to be removed from SMITE game 
modes like Arena and Joust, the 
impact on the meta would be 
able to more easily adjust to the 
change than that of Conquest. 
Gods in Conquest seem more 
reliant on the buff than in the 
other two game modes, but still 
seem to only pick it up when 

you want it rather than needing 
it ike Mana to sustain yourself 


or Damage to push objectives. 


CONCLUSION 


From what all the information 
that | have gathered, it looks as 
Jungle Buffs are here to stay. 
They offer so much in the current 
meta that it would be very difficult 
for many players to adjust to the 
removal of all buffs in all game 
modes. So, | hope you remember 
whenever you are down In a game 
or ahead in one, Jungle Buffs 


are there to pick you up! m 


By Derrick Moody 
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By Julian Matthew Martinez ~~~ 


This is a word of warning now, this article is entirely made up of opinion. | am in no way 
trying to speak for the players nor the SMITE magazine nor Hi-Rez Studios. 


his is simply a serious 

Ab. for a class of MOBA 
character that hasn't gotten 
proper love in SMITE, the Warriors 

Let's talk Warriors, and let’s 
be as blunt as we can. We have not 
seen a new Warrior released for a 
good while now. Love them or hate 
them they are also a legitimate 
part of SMITE. Yet as they are right 
now they haven't seen a lot of 
changes in design because they 
haven't had a new member to 
their camp. Some have received 
revisions or previous nerfs were 
reverted such as Guan Yu's “Taolu 
Assault” taking away protections 
again, yet we haven't seen 
anything to shake up this character 


archetype in a long time. Now 


= 
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| am pretty sure a lot of people 
remember all the “warrior tyrs” 
when the big nerfs came. Playing 
SMITE now it seems that they don't 
feel that much different from one 
another, and it almost feels stale. 
In SMITE’s earliest days Thor used 
to be defined as a Warrior before 
he was relabeled. The same thing 
happened with Nemesis; instead of 
taking it like a warrior she jumped 
right into the Assassin camp. 
Some might even say certain 
Warriors we have now should 

just be relabeled as assassins 
already but Is this the right way to 
do it? On the normal level of play 
you see builds swing one of two 
ways for Warriors: you see people 


trying to go for as high a damage 


level as possible or use Warriors 
as alternate tanks. Sure people 
will go bruiser, but sometimes it 
feels like that’s a very small and 
situational minority. was it warrior 
utility that people found op? if 
thats the case, with teamwork 
characters like Tyr still can feel 
devastating, especially if you're ina 
team of people you can work with. 
If this remains to be true, did the 
warrior nerfs really do anything? 
The biggest thing that needs 
to be said Is, no matter what, in 
the PC landscape of gaming, and 
the competitive scene even more 
so, someone will always find a 
way to Min/Max in a majority of PC 
games. They are not just number 


crunching try-hards either. Some 
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people would rather read a guide 
then try something blind and 
there is absolutely nothing wrong 
with that. So those who try to find 
the most efficient ways of play 
will always be helpful to people. 
That being said, Min/Maxing is 
something you can't ignore in 
game play. People will always 
want to go for the most efficient 
builds and the best characters. A 
jack-of-all-trades, master of none 
design stance can work for some 
types of games but it may feel 
more problematic than helpful in 
others. In a MOBA no one is going 
to go for someone who can do a 
little bit of everything but nothing 
at a masterful level over someone 
that can do one thing really well. 
There are players who take 
things like team composition into 
consideration when picking their 
characters, so not many feel like 
they need to do everything from 
supporting to tanking and every 
other lanes job. if you trust your 
team, why put every other role on 
your shoulders? If people can’t 
Min/Max through character design 
then they will just use whatever 
build they believe will swing a 
character to any extreme they 
please. With those builds you will 
find more often than not people 
would rather swing to an extreme 
of defense or offense than trying 


to meet somewhere in the middle. 
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The warrior class is tough to 


balance In any game. How do you 
make badass characters that get 
right in your face and stay up close 
and personal without creating 
controlling bullies that seem 
impossible to get out of your way? 
While it’s always a daunting task 
people have tried multiple design 
philosophies to make it work. Give 
Warriors an energy system instead 
of mana, a rage system that can be 
used to cast their abilities. Cleave 
abilities can also cause interesting 
levels of play and build choice in 
characters. Give a character an 
ability that has the next few basic 
attacks cause an AOE based on 
attack damage. While the problem 
of balance is always a scary one, 
losing a plethora of design options 
can feel much worse. Warriors 
have the chance to have kit 
designs that no Mage, no Guardian 


and no Assassin could have. Even 


SSS 


after all this, do you think there is 
any room in SMITE for a Warrior 
design philosophy other than jack- 
of-all-trades, master of none? 
Remember everyone, counter- 
play and team synergy Is a real 
thing! It’s not something the pros 
and try-hards make up to keep 
everyone else down. Sometimes 
you can trust your teammates to 
actually have your back and help 
you take out certain characters. 
Some items, actives, and skills, 
such as juking, can make it that 
much harder for your enemy. 
Remember that there are plenty 
of options out there for you to turn 
the tide of battle. Love Warriors 
or hate their guts, they area 
class that needs just as much 
love and extra attention as any 
other class. Do not be afraid 


to be different, everyone! m 


By Julian Matthew Martinez 
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Name: Hunter ErkenBrack 


Position: Writer 


In-Game Name: TraumaHunter 

Twitter Handle: (qTrauma_Hunter 

A Bit About You: Studying Psychology with intent to put it towards UI / 

tutorials / mechanics in Video Game industry (one day...hopefully) 

Favourite God: Anubis 

Favourite Role: Hunter/ADC 

How you came to play SMITE: | started playing Smite in closed testing a long long time 
ago in a galaxy far away. Then when it entered open beta | started a new account with my 


usual “handle” and then I've been playing it since. I’m at like 2000 + hours by now. 


| Hi! I'm THOR, and 
I'm here to teach you about 


<< 
fe ry 


e) Catr@on lets the ; 
community support creators! / 


This support allows 
the creators to improve... 


Please, consider 1$! 7 Thanks and enjoy 
As every little helps! A the rest of the magazine! 
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IN THEORY: IDUNN, 
GRANTER OF 
ETERNAL YOUTH 


uch of Norse mythology 

M is attested in dialects 
of Old Norse, a North Germanic 
language spoken by Scandinavian 
peoples during the European 
Middle Ages. The majority of 
these aged texts containing the 
Norse legends were created In 
Iceland and are attributed to two 
collections of manuscripts: the 
Prose Edda, composed in the 13th 
century by Snorri Sturluson, and 
the Poetic Edda, a collection of 
poems anonymously compiled 
from earlier sources in the 13th 
century. The Prose Edda and 


the Poetic Edda tend to cover 


By Allison Jean 


~~ 


particular stands out, if only for her 


peculiar function and attributions: 
ldunn (Idunn), goddess of eternal 
youth. The wife of Bragi, the God 
of Poetry, ldunn is most often 
associated with her mysterious 
apples and her ability to grant 


others eternal youth. Her name 


"BACK IN ASGARD, LOK! LURES 
IBUNN AWAY BY TELLING 
HER OF SOME APPLES THAT. 

WOULD BE WORTH KEEPING. 


different aspects of lore, rarely 
overlapping or contradicting 

each other. Together these 
collections paint a nearly complete 
picture of Norse mythology. 


In both eddas, one goddess in 
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has been variously translated 

as meaning “ever young”, 
“rejuvenator”, or “the rejuvenating 
one’. Possessing great faith and 
care, the other gods depend upon 


her: they are not immortal. 


According to a book in the 
Prose Edda, Idunn is abducted 
by the jotunn Pjazi (Thiazi]. The 
story goes that Loki, enraged by 
an eagle stealing away more than 
his fair share of the ox he was 
roasting, plunged a pole through 
the bird but became attached; he 
couldn't release his grip on the 
pole without plunging to his death. 
Loki begs the eagle to stop and the 
eagle replies that he would release 
Loki only if l6unn comes out of 
Asgard with her revered apples. 
Crazed by the pain shooting 
through his arms, Loki agrees to 
the truce. Back in Asgard, Loki 
lures dunn away by telling her of 
some apples that would be worth 


keeping. He requests that she 
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Apples of Youth Passive ldunn fills up her basket with different colored apples, 
each color of apple doing something different. Once 
full, she throws the apples from her basket and her 
allies can pick them up, each gaining a short bonus 
pertaining to the color of apple. The basket is full when 
she collects three apples of each color, nine in total. 


Saved by 4 Ability 1 Idunn, when under 25% health, can turn herself into a 


the Shell oe nut for X seconds. While a nut she cannot be attacked. 


Upon re-emerging in her normal form she rapidly 
throws apple seeds at her enemies, slowing them and 
inflicting damage. After a brief duration the seeds will 
Sprout, rooting any enemies caught in the crossfire 
in place for X seconds. When inactive, this ability also 
grants a passive movement speed bonus to Idunn. 
She gains X movement speed passively, but loses the 
bonus as soon as the ability is used. The movement 
speed bonus returns once the ability is off cooldown. 
Asgardian Pyre Ability 2 Idunn channels her magic and decays her targeted 
enemy's stats over time (applying a debuff), slowing 
their movement speed, attack speed, and reducing 
their damage. At the end of the channel, the enemy 
is stunned briefly. If the channel is interrupted before 
finishing in a stun, the enemy's stats continue to 
decay for another 2 seconds. If Idunn is interrupted 
during this ability, the stun will not be applied 
Ticpatiz [you Ability 3 ldunn summons a pyre in front of her. Damage 
will heal her] [Passive] over time (DoT) is applied to any enemies (gods or 
minions) in its radius for as long as the pyre stands. 
Pyres are destructible with 3-5 auto attacks. 
Yggdrasil Ultimate ldunn brings to life a branch of Yggdrasil, shielding 
her allies from damage. If an ally leaves the radius 
of the branch before it expires, they will receive the 
same bonuses as if they had collected an apple 
of each color, from “Apples of Youth”. Allies can 
click on the branch to be granted youthfulness, 


traveling back in time 3 seconds to regain the 
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Artwork by Golven Willis 


bring her own apples to compare 
them to the ones he found. Once 
outside the walls, Pjazi arrives in 
his eagle disguise and snatches 
Idunn away, bringing her to his 


home. With Idunn and her apples 


relentless pursuit of Loki, could 
not avoid the flames and his wings 
caught on fire. He plummeted to 
the ground and there the gods 
killed him. Loki spoke the same 


magic words and returned Iéunn 


“EINDING THE ROOT OF [HAE 
a, LOK Nea 


| 
He MOCr- 


AME O LOVED 
YOUTHFUL GODDESS." 


gone, the gods left in Asgard grow 
old and gray, and with that their 
powers decayed. Finding the root 
of the problem, Loki is arrested 
and threatened with torture and 
death if he does not reveal what 
came of the much-loved youthful 
goddess. In terror, Loki flies north 
with Freya’s falcon shape and finds 
Idunn in Pjazi's home. With Pjazi 
not in sight Loki turns Idunn into a 
nut and clutches her in his claws, 
swooping away to Asgard with 
great haste. Pjazi arrives home 
and, ascertaining that Idunn is no 
longer there, resumes his eagle 
form and chases after Loki. The 
gods and goddesses in Asgard see 
a falcon flying overhead, closely 
pursued by an eagle. A pyre was 
constructed near the wall and 

the falcon drops down safely on 


the other side. Pjazi, however, in 
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to her normal form. She walked 
among the gods and goddesses 
and offered them her apples, 
restoring their youth to them. 
Idunn graces the Battleground 
of the Gods as a support 
mage, lending her generosity 
and her apples to her allies 
to aid them in the fight. With 
her magic and a couple of 
tricks up her sleeve, Idunn is 
a goddess you ll want on your 
side when chaos breaks loose. 
As a Support Mage, aiding 
allies is lounn’s top priority and 
“Apples of Youth”, her Passive, 
puts her magic on full display. 
Idunn, ever gracious, passively 
collects three different colors of 
apples: yellow for a brief speed 
buff, red for a short boost in 
damage, and green for a small 


heal. Yellow apples are collected 


over time; Idunn gets a yellow 
apple every three seconds. Red 
apples are collected when Idunn 
casts an ability and green apples 
are collected when ldunn takes 
damage [including damage from 
auto attacks]. Once her basket is 
full (holding three of each color 
of apple), I6unn can release the 
apples from her basket, scattering 
them in a small area around her as 
an offering to her allies. Allies can 
then pick them up for the bonus 
they wish to receive. “Apples of 
Youth” is a perfect Passive to make 
use of pretty much anywhere: it is 
great in lane for sustain and even 
more so in the thick of a teamfight 
to give her teammates an edge. 
ldunn’s first ability, “Saved 
by the Shell’, is an homage to 
her abduction by Pjazi and her 
subsequent recovery by Loki. 
As soon as ldunn falls below 
29% health, this ability becomes 
activatable. Upon activation Iéunn 
turns into a nut and renders 
herself unable to be attacked for a 
brief duration. Re-appearing in her 
normal form, she rapidly throws 
apple seeds at her enemies, 
slowing them and inflicting minor 
damage. After a brief duration 
the seeds will sprout and root in 
place any enemy hit. “Saved by the 
Shell” is great for zoning, chasing, 
and teamfights - and that isn’t 


even taking into consideration 
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THEORY 


the passive element of the ability: 
Idunn gains a small movement 
speed bonus when ‘Saved by the 
Shell” is not active, symbolizing 
her natural curiosity and her 
willingness to help her allies. As 
soon as the ability is activated, 
the movement speed bonus is 
lost and does not return until the 
ability is off cooldown. This ability, 


while having the potential to be a 
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life-saver, also puts Idunn at risk: 


she does not heal as a nut and Is 


therefore vulnerable to incoming 


attacks when she emerges again. 


“Declining Years,” Idunn’s 


second ability, allows her to “age” 


her targeted enemy, applying 

a debuff that reduces their 
movement speed, attack speed 
and their base damage. After a 


set time of channeling the ability 
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the targeted foe will be stunned 
for a short duration. If lounn is 
interrupted while channeling, 

the affected enemy's stats will 
continue to decay for 2 seconds 
but they will not be stunned. While 
“Declining Years” is a wonderfully 
powerful ability for harassing 
enemies, setting up ganks and 
making her adversaries easier 


to kill, it poses a threat to Id6unn 
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herself: she is unable to move 
while channeling and at great risk 
of being ganked or bursted down. 

The third ability in l6unn’s 
arsenal, Asgardian Pyre”, allows 
her to Summon a burning pyre 
at a nearby target location. Any 
enemies in the radius of the pyre 
will receive moderate damage over 
time. The pyres are destructible 
with 3-5 auto attacks. “Asgardian 
Pyre” is effecting for zoning, 
helping to clear the wave, and 
even blocking off enemy escapes 
(if only for a split second). 

ldunn’s Ultimate, “Yggdrasil”, 
could easily be considered her 
Signature ability, grand as it Is. 
ldunn brings to life a branch of the 
renowned Yggdrasil in front of her. 
The branch, more like a miniature 
version of the World Tree, acts as 
a shield for herself and her allies. 
Imbued with the magic of her 
apples of youth, allies can click on 
the tree and use it as a portal to 
regain their youth by traveling back 
three seconds in time, replenishing 
the health and mana they had 
previously. Allies using the tree 


to regain their youth will also be 
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repositioned where they were 
three seconds ago. A staggeringly 
powerful ability, “Yggdrasil” has 
the potential to turn the tides 
of a battle easily. Teammates 
should take heed, however: the 
size of the tree can make pathing 
(and with that, escaping) more 
difficult and, if utilized at an 
improper time, they could put 
themselves in a significantly worse 
position with even less health 
or mana than they had before. 
Idunn is the ultimate teamfight 
Support Mage. While squishy and 
lacking damage, the utility she 
brings to the battlefield cannot be 
discounted. She makes the perfect 
lane partner, providing sustain 
from her Passive to her ally and 
excellent zoning with “Asgardian 
Pyre”. She can roam with ease, 
capitalizing on the movement 
speed bonus from “Saved by the 
Shell’ and coordinate a gank with 
“Declining Years”. In teamfights 
Idunn really shines. She can run to 
the front line and use “Yggdrasil” to 
summon the tree before retreating 
a safer distance to set up a pyre 


or use ‘Declining Years” to 
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devastate the enemy team. Should 
her health drop precariously 
low, she can activate “Saved by 
the Shell” in an attempt to save 
her life and to deal some extra 
damage to the opposing team. 
Sitting on a full basket of apples 
and waiting for the opportune 
moment to release them Is vital 
as well to provide her team with 
some extra buffs and heals. 
Idunn, the kind and generous 
goddess of youth and rejuvenation, 
uses her magic and the goodness 
in her heart to aid her allies in 
battle. She strengthens their 
strengths and covers their 
weaknesses, allowing them 
to perform above and beyond 
their capabilities. Her presence 
and her curious apples incite 
inspiration in her allies and fuel 
dread in her foes. Don't let her 
soft, fragile composure fool you. 
She, and through her altruism her 
team, are a force to be reckoned 
with, especially when they're 
at their finest. After all, aren’t 
you In your prime in youth 7m 


By Allison Jean 
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By Robert Sirio ~~~ 


Welcome to what will hopefully become an ongoing series. This is Game modes Galore and will 
be based on theoretical game moaes. | hope you enjoy the creativity put into this piece. 


INTRODUCING THE lore, breaking the sound barrier. 
GAME MODE However, he’s getting tired of 
being everyone's delivery boy 
Ladies and Gentlemen, and is going on strike. Mercury 
welcome back to the Battleground __ refuses to deliver anything for 
of the Gods where we meet for anyone anymore, so he wants to 
interesting game mode ideas. see the glove put on the other 
This featured game mode is called hand, or shoe on the other foot 
‘Special Delivery’ which is focused _ for that matter. Well, now its 
around the god Mercury. Mercury Mercury's turn to watch people 


is known for his impeccable timing run all over place like chickens 


and supersonic speed when it without their heads. Running 
comes to delivering messages back and forth with all of these 
to other gods. He is also known special deliveries, all the other 
as one of the fastest gods in gods and goddesses must finally 
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return the favor after centuries of 
running Mercury into the ground 
with all of their requests. Hmm, 
so what is that Mercury wants you 
may ask? Well, seems like he’s 
been working for miniscule gold 
and he is in desperate need of 
new shoes. However these shoes 
do not come cheap, they cost a 
whopping 100,000 gold. But wait, 
that’s not all! He would also like 
29,000 gold to take the beautiful 
Aphrodite on a trip around the 
world, which is actually like a five 


second trip but it’s what he wants. 
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CHARACTER SELECTION 


All gods and goddesses 
are available for selection 
with the exception of Mercury 
because he’s relaxing ona 
comfy couch watching the 


game live on an HD screen. 


STARTING 


This game mode is a 5v5 two 
lane map with a jungle. It also 
has a massive scale inside of 
each base. Each player starts off 
with 5,000 gold so you've already 
collected enough money for his 
date with Aphrodite. Each player 
also starts off with unique boots 
called the ‘Weary Sole (soul) 
of Mercury’. These boots give 
each god max speed so have 


fun zooming around the map. 
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OBJECTIVE 


The objective of this game 
mode Is to be the first team 
to fill their gold scale with the 
sum of 125,000 gold. There is no 
special action required to fill the 
scale. The way the scale fills is 
simply all the gold the players 


have acquired throughout the 


game. This is why each scale 
will start with 25,000 gold. Also, 


remember to try not to feed. 


BANNED ITEMS 


‘Midas Boots’ and ‘Watcher's 
Gift’ are disabled due to their 


gold generation, and the other 
boots are disabled because 


you have the ‘Weary Sole’. 


WAYS TO EARN GOLD 


There are 3 major camps 
aligned across the center of the 
map. In the dead center we have 


the Diamond Fury which gives 


each player 1,000 gold, but be 
careful because it’s stronger 
than the Fire Giant himself. On 
each side of the Diamond Fury 
are Gold Furies which give each 
player more places to contest for 
gold. There are two towers and 


a phoenix in each lane for both 
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sides; however, there Is no 
titan guarding the scale. With 
that being said enemies can 
attack your scale, stealing 

gold from it and adding it to 
their scale. This will not affect 
the gold in each players gold 
bag so you can still buy items. 
Another great way to earn 
money Is getting on a killing 
spree. When ona kill spree you 
gain bonus gold for each kill. 
Multikills will give bonus gold 
up to the rare Pentakill. Be 
warned though that when you 
get shut down by an opponent 
they will gain the amount equal 
to how much bonus gold you've 
compounded plus standard 
shutdown gold. Finally, players 
can still earn standard gold 
from minions, lesser camps, 


and natural gold generation. 


VICTORY AND DEFEAT 


When you lose the 

game you see all the hard 
earned gold that you made 
get tipped over and fall into 

a black hole where it Is lost 
forever. Talk about insult to 
injury. If you win you get the 
pleasure of seeing the enemy 


lose every last gold coin. = 


By Robert Sirio 
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BAKASURA: THE MAN, THE 


MYTH, THE MONSTER 


By Andrew Munro ~~~ 


Recently Bakasura got a facelift. No easy task for something with as monstrous a 
head and as many gnashing teeth as him, but he got one nonetheless. 


Ce some people 
who were fans of Baka 


in his previous state wonder why. 
The answer may or may not be 
found in mythology. There are 
several tales of Bakasura from 
ancient legends, and while no two 
are alike they’re all clear on one 
thing: His relentless hunger, his 
gaping maw and his fondness for 
chewing people up, bones and all. 
In one story Bakasura is 
the name given to a demon that 
terrorises a small village. A deal 
is struck whereby he agrees not 
to destroy the entire place if they 
send him a cart full of food each 
day and allow him to devour both 
the food and its hapless courier. 
With their population dwindling, 
the village Is forced to find a 
solution. A local woman volunteers 
her extraordinarily strong son as 
the next sacrifice (thanks, mom], 
at which point he will slay the 
now-complacent demon when 
an opportune moment presents 
itself. Shortly before arriving at 


Bakasura’s lair, the nameless 


hero decides to eat all the food In 
the cart. To you and I, this might 
seem like nothing more than a 
quick path to severe intestinal 
distress at a most inopportune 
time, but apparently we just don't 
have the stomach for demon 
warfare, because the hero's ploy 
worked. Firstly, Bakasura was 
weakened by the lack of food. 
His relentless, aching hunger 
is the source of his speed and 
strength, but without being 
regularly sated it quickly turns to 
weakness. Secondly, it enraged 
the demon to no end that a puny 
human would dare eat the food 
that rightfully belonged to him, 
and so he mindlessly attacked, 
only to be swiftly dispatched by 
the hero. Let this be a lesson 
to all you Bakasuras out there: 
eat regularly to maintain your 
strength and don't go mindlessly 
charging into fights you can’t win. 
In another story Bakasura was 
a shapeshifting demon. He was 
sent to Earth to assassinate the 


young god Krishna and decided to 


take the form of a giant bird to do 
so. No one knows why. Maybe he 
thought Isis looked rather dashing 
with her feathers and decided 
to give that a try. Fortunately for 
humanity, but not so for Baka, 
things didn't go well for him. It’s 
another lesson you can learn from 
— don't underestimate your foe. 
Bakasura simply swooped down, 
and seeing the bite sized morsel 
that was the child-god, decided 
the easiest thing to do would be to 
swallow him whole. But Krishna 
had other plans, the gist of which 
were to crack open Baka’s mouth 
from the inside and rip his beak off. 
And so it is that Bakasura still 
hunts gods, but this time he does it 
on his own terms. He's learnt from 
his past mistakes and still grows 
stronger, not only with victory, but 
also with defeat. And naturally he’s 
still a shapeshifter. He probably 
just got bored of his previous form 
and felt like trying on something 
different. Despite the new look, 
he’s still every bit as hungry, 


cunning and relentless as before. m 


‘, Artwork by Holly Webster 
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COFFEE BREAK 


This month, we've decided to give you a crossword instead of a wordsearch. If 


you like this change, let us know via Twitter! (@TheGameOnMag) 
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DAMN YOU ATHENA, IT’S ALL 
YOUR FAULT IF | HAVE THIS 
FORM... | WILL HAVE MY 
REVENGE ONE DAY! 


RELAX GUYS, IT’S 
, SPIDERS! 
JUST ARACH... [4 spipees AND 
WHAT THE??? WEBS! 


YOU KNOW WHAT? 
ALL IS FORGIVEN! 


BY MIKE “KATAR’ TR 
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Chronos can’t stop you: If you are immune to slows BEFORE Chronos can cast his | 


third ability “Stop Time” on you, you won't be stunned by the ability even if it hits 
you. This is because the slow turns into a stun; if you are immune to the slow 
before, it can't slow you into the stun. So if Chronos starts getting In 
your face activate Greater Sprint before he casts his “Stop Time” and 
you can avoid being stunned and maybe catch him with his pants down. _ mech me 
Guan Yu's horse comes with a throttle: You can speed up and slow down 
your speed while casting “Cavalry Charge”. Pressing “W” will speed 

you up, and pressing “S” will slow you down. This can help you secure 


more hits on mostly stationary targets or run about 20% further. 


Natural Weakening Curses: Picking up Divine Ruin on some gods 
can bring you to around 70-90% healing debuffs with their abilities. 
Those gods/abilities are: Sobek’s “Sickening Strike”, Chang’e’s 
“Moonflower Dance”, and Bacchus’s ‘Belch of the Gods”. This is a free AoE (area 
of effect] cast of a slightly diluted Weakening Curse every 10-14 seconds. For 

a more in depth look skip to page: 48 and see ‘Chang’e: The Anti-Healer’. 


Aphrodite has amazing range and Ah Muzen Cab is a bit buzzed: Ah Muzen 
Cab’s basic attacks fire a little bit to the left of normal basic attacks while 
Aphrodite's basic attacks actually reach around 5 units farther than normal 
basic attacks. This makes it slightly easier for her to get rid of things such 


as Vulcan’s turret at a safe range...Speaking of Vulcan's turret... 


Vulcan’s turret has a blind spot: If you aim at the VERY edge of Vulcan's “Inferno 
Cannon's’ range you can destroy it with basic attacks without actually setting foot 
in its targeting radius. Beware though, a seasoned Vulcan Is just waiting for you to do 


that so he can “Magma Bomb” you into its radius and pelt you with “Backfire”! 
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SUPPORT YOUR FAVORITE 
GODS & GODDESSES! 


>SMITE- ; 


i WITH YOUR VERY OWN SMITE GEAR 


| www. SMITESHOPcom | 
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CONTINUES 
NEXT 
ISSUE 


The winners will have the gems added to their SMITE account and the skin code e-mailed to them. 
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BATTLEGROUND oF THE GODS 


“Smite's unique camera angle alone is enough 
to set it apart from other MOBAs, and a 
* developer Hi-Rez didnt stop there. Each map 
is polished, every God looks and sounds great, — 


and exceptional Match of the Day modes offer git 
plenty of variety” -[GN a A 
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CRITICALLY-ACCLAIMED 
3D ACTION MOBA 
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Ao Kuang - Dragon of the Eastern Seas 
See You Next Issue! 


